This study aimed to examine the determinants of purchase behaviour in online mobile game. This study was conducted based on the Unified Theory of Acceptance and Use of Technology second version (UTAUT2) with additional customization and advancement. Partial Least Square Structural Equation Model (SEM-PLS) was applied to examine this research model. The samples were collected using online surveys to the users of Mobile Legends: Bang Bang, and then there were 457 respondents obtained. The result of this study revealed that performance expectancy, payment ability, hedonic motivation, price value, habit, customization and advancement had a positive effect on purchase intention, and the intention also had a positive effect on actual purchase. However, it was found that effort expectancy and social influence did not significant on purchase intention. The result of this study can be used as a reference for game develovers so that in-game purchases can be accepted by users.
Introduction
Mobile games are gaining in popularity with the increasing number of the users. Based on the survey results of the SuperData Research and Unity Technology (2017) in the report of 2016 Mobile Games and VR Year in Review, the mobile game market in the world had generated the revenue of $ 40.6 billion in 2016. The revenue was earned by virtue of high increase in users who pay for the games. In the report, they also stated that Indonesia has a large market potential. This is inasmuch as the number of game application installations by Indonesian users is three times higher compared to that of three other countries such as the United States, Mexico and India. In addition, the average income earned from each user in Indonesia has a growth rate of 7% which is almost like that of India. Based on the data, the percentage of mobile game consumers who pay in Indonesia is almost 50% higher than that of India, and Indonesian users tend to buy twice as much.
There are three models of business generally applied by the game developers to earn income. They are comprised of pay-per-download model, in-game advertisement sponsorship model, and in-game sale model (Han & Windsor., 2013) . In-game sale model is the most promising for mobile games. The implementation of business strategy through in-game sale model is undertaken by providing the premium virtual items in the games. Nevertheless, some game developers still face a dilemma when the users are free to use the games but refuse to make purchases in them (Han & Windsor., 2013) . Guo & Barnes (2011) explain that virtual item transaction system is seen as technology, and they measure the interest in using the transaction system. This means that when the users refuse to make purchases in the games, as the consequence, the users will also refuse to adopt the transaction system applied in the games.
Purchasing behavior in online mobile games plays an important role when the games do not take the fee of access for the users to play them (Mäntymäki & Salo., 2013) . As to replace it, the game developers need to implement a purchase system in the game to earn income. One of the most popular and favorite free games in Google Play among the regions of Indonesia is Mobile Legends: Bang Bang with a total of 8 million users per day (KumparanTECH., 2017) , and the generated revenue reaches $ 5.3 million in 2017 (Lopez., 2017) . The revenue is derived from the exchange of virtual currencies referring to Diamond and virtual items so-called Skins, as well as the premium members with an exclusive feature so-called Starlight Member.
A couple of previous studies in the context of virtual item purchases have explained the factors motivating the users to be interested in making purchases (Hsu & Lu., 2007; Lehdovirta., 2009; Guo & Barnes., 2011; Guo & Barnes., 2012; Mäntymäki & Salo., 2013; Han & Windsor., 2013; Hamari., 2015) . A series of studies conducted by Guo & Barnes (2007; 2009; 2011; have addressed the problems of buying behavior in online games. However, the studies on purchasing behavior in online mobile games are still limited. This is due to, among previous studies, merely focusing on the games on PC devices, while the studies on smartphone devices are still not adequate.
To answer behavioral problems in online mobile games, this study uses UTAUT2 (Venkatesh., et al., 2012) as the basic model. The researcher also adds the construct of customization and advancement adopted from Yee (2006) and Guo & Barnes (2011; because the construct is associated with the users' basic motivation to improve their gaming experience and progress which are then used to complement the motivational factors in UTAUT2 game context.
Literatur Review and Study Hypotheses
Performance expectancy can be defined as the level of users' confidence whereby using technology can increase their productivity (Venkatesh., et al, 2003) . In this case, when individuals believe that using technology is able to improve something they want to achieve, it will shape their interest in using technology. Guo & Barnes (2011) explained that the construct of performance expectancy plays a role as one of the main beliefs pertinent to the interest in using technology to buy virtual items. Guo & Barnes's study (2012; 2011) found that performance expectancy had a positive effect on purchase intention to buy virtual items. The study conducted by Mäntymäki & Salo (2013) also found that the perceived usefulness had a positive effect on purchase intention. In this case, it can be drawn a conclusion that in order to improve the users' performance and experience in playing Mobile Legends: Bang Bang, the users will be triggered and interested in making purchases in the game. H1: Performance expectancy has an effect on the purchase intention in online mobile games.
Effort expectancy is defined as the level of the users' confidence in that a technology is easy to use (Venkatesh., et al., 2003) . Individuals who have already understood a technology tend to suppose that the technology can be easily used so that it triggers their interest. Venkatesh., et al. (2003; prove that effort expectancy affects behavioral interests in both organizational and individual contexts. Besides, Guo & Barnes (2011; , and Mäntymäki & Salo (2013) have empirically attested to the effect of effort expectancy on purchase intention in online games. Effort expectancy is an important factor that helps explain the merits of using technology, so that it can influence the users to choose their adopted technology when they consider making a purchase. In so doing, the users will choose which technology is more suitable and easier to use. H2: Effort expectancy has an effect on the purchase intention in online mobile games.
Social influence is defined as the level to what extent the users believe that other people think that they must use technology (Venkatesh., et al 2003) . This refers to an impulse formed by the people around the users. As explained in the study conducted by Venkatesh, et al. (2003) , the social influence per se will be significant when used under the condition of a mandatory use. However, this case is in contrast to Venkatesh, et al. (2012) who find that social influence has an effect on the customers' use context. Basically, buying virtual items in the online mobile games is voluntary, and smartphone usage is also very individual. However, the great number of users in online mobile games causes the increasing growth of social interaction in the games (Mäntymäki & Salo., 2013) . Thus, social influence will make the users interested in buying virtual items in the online mobile games to increase their social status. H3: Social influence has an effect on the purchase intention in online mobile games.
Since the purchase made in the online mobile games provides a number of ways for electronic payments such as by transferring via ATM or mobile banking, using credit cards, e-money and credit for cellular operators, or using the other service provider such as minimarket, it can be assumed that making purchases in the games has an easy process of payment that can be made by the users. In other words, the users can choose the payment method and technology that suit their capabilities. Payment ability can be defined as the level of someone's capability whereby the available payment media supports him to make a purchase. Payment ability is a reconstruction based on the construct of facilitating condition (Venkatesh., et al., 2003) . Payment ability focuses on a person's ability to make payments (both for a technology use or the purchase of goods and services) through the payment method and the technology which are provided. Accordingly, when a user has confidence in his ability to make a suitable payment, then it is possible that he will make a purchase in an online mobile game. H4: Payment ability has an effect on the purchase intention in online mobile games.
Hedonic motivation is defined as pleasure derived from the use of technology (Venkatesh., et al., 2012) . Some prior studies measure the construct of hedonic motivation with the term so-called enjoyment or playfulness (Guo & Barnes., 2011 Mäntymäki & Salo., 2013; Han & Windsor., 2013) . The results of the study conducted by Mäntymäki & Salo (2013) and Han & Windsor (2013) prove that hedonic motivation has an effect on purchase intention in the online mobile games. H5: Hedonic motivation has an effect on the purchase intention in online mobile games.
Price value is defined as the exchange between the perceived benefits and the costs of obtaining the use of a technology (Venkatesh., et al., 2013) . Venkatesh, et al. (2013) explained that when using a technology is perceived to have greater benefits compared to the costs of obtaining it, it will trigger the users to adopt it. In that study, it was found that the price factor had an effect on the interest in using technology. Guo & Barnes (2011) test the perceived value for the interest in purchasing virtual items. The test results in the presence of a significant influence on buying interest. Guo & Barnes (2011) explain that the more appropriate the perceived cost will result in high perceived value. The same result is also found in the study conducted by Guo & Barnes (2012) whereby the perceived value affects the interest in buying virtual items. Since virtual items have a price charged to the users, they will certainly consider buying the virtual items with the question whether the benefits obtained are commensurate with the price paid. This of course goes back to the game users' purpose whether they will get more experiences such as fun or gaming performance when playing online games using the virtual items. H6: Price value has an effect on the purchase intention in online mobile games.
Habit is defined as the extent to which someone does something automatically (Venkatesh., et al., 2013) . Venkatesh, et al. (2013) found that habit had an influence on the interest in using the system. According to them, habit occurs because someone has an experience. For example, in an organization, someone who has used technology for three months will change his behavior. Guo & Barnes (2011) test the habit for buying behavior in online games. They found that habit had a positive effect on the behavior of buying virtual items. Guo & Barnes (2011) explain that every user is unlikely to never use the purchase technology that is available in the online game even though it is only to buy some free virtual items. Then, the users' habit will lead them to get the paid virtual items as a result of the frequency of using the purchase system in the game. This habit will bring them to make a purchase in order to obtain a goal to improve their experience in the game. Therefore, the researcher considers whether the users' habits in making a purchase in the game, even if it is for free virtual items, will bring them to be interested in making a purchase for paid virtual items. In line with Venkatesh, et al. (2012) , the users who have had a habit of using certain technologies make possible to create a positive attitude and interest in using them. H7: Habit has an effect on the purchase intention in online mobile games.
The construct of customization and advancement was first tested by Guo & Barnes (2011; . Customization refers to the extent to which an individual's desire to obtain a suitable appearance in the character of the game, and advancement refers to the extent to which a person wants to obtain an improvement in the used character (Yee., 2006) . This also relates to his attitude to look at these two things. Wohn & Na (2012) in his meta-analysis found that an attitude had the most powerful influence on buying interest in online games. In other words, when a user responds that customizing and increasing ability of the characters in the game is perceived to have positive benefits, it will increase his interest in buying the items capably making a good improvement of the characters. H8: Customization has an effect on the purchase intention in online mobile games. H9: Advancement has an effect on the purchase intention in online mobile games.
Fig. 1 Research Model
Actual purchase is a concrete action taken by someone to make a purchase in an online mobile game. According to Ajzen (1991) , an individual's real behavior is carried out because the individual has a desire to do something (behavior intention). In other words, an actual purchase occurs because there is someone's interest in buying (purchase intention). The influence of behavioral interest on usage behavior is seen in the UTAUT model (Venkatesh., et al., 2003) and UTAUT 2 (Venkatesh., et al., 2012) . The result shows that behavioral interest influences the usage behavior in the context of technology acceptance. In the context of making purchases in online games, Guo & Barnes (2011; examine the effect of purchase intention on the actual purchase. That study finds out that the actual purchase is influenced by the purchase intention. H10: Purchase intention has a positive effect on the actual purchase in online mobile games.
Methodology 3.1. Population and Sample
This study used a survey method. The population of this study included all the online game users of Mobile Legends: Bang Bang in Indonesia. Mobile Legends: Bang Bang was chosen as the object of this study because this application referred to the most popular online mobile game and as the best-selling game on the Google Play Store for the regions of Indonesia. Convenience sampling method was applied to select the samples of this study. The respondents targeted were those who used the game application of Mobile Legends: Bang Bang and had made purchases in the game.
Data Collection and Sample Characteristics
The data collection was carried out by distributing questionnaires via online using Google Form, and they were disseminated through social media such as Facebook, Instragram and Whatsapp. The number of responses received reached as many as 606 respondents. However, 61 respondents who returned the questionnaires gave inconsistent answers in the questionnaires, and 88 respondents were not in accor&ce with the criteria assigned in this study. Therefore, they had to be excluded.
The questionnaires that could be processed for this study were those returned by 457 samples. The samples in this study were dominated by men (91.47%). Most of the samples were in the range of 10-20 years (54.27%), followed in the range of 21-30 years (45.08%). Then, many of the samples were students (69.80%), followed by samples working as employees (21.01). In addition, most samples had used the game application for more than a year (69.80%), and the duration of use in a day could reach three to five hours (49.45%).
Evaluation of Measurement Model
This study adopted several measurement items derived from Venkatesh, et al. (2012) and Guo & Barnes (2011) . A total of 37 items were used in this study, and each item was measured using seven likert scales which began from strongly disagree to strongly agree. The pilot test was conducted using 30 samples referring to the users of Mobile Legends: Bang Bang to improve the suitability of the instrument. The pilot test result manifested that the instrument was valid and reliable for use in this study.
This study used the method of Structural Equation Model (SEM) with the analysis technique of Partial Least Square Structural Equation Model (SEM-PLS) through SmartPLS 3.0 software. SEM-PLS was used because the analysis did not require the assumption of data normality, and the result remained robust even though there were found some missing data, abnormal data distribution, and a small sample size. Both convergent and discriminant validity tests were used to assess the validity of the model. Convergent validity had two parameters, loading factor and average variance extract (AVE) (Abdillah & Hartono., 2015) . Most factor loading values for each indicator were more than 0.7 as shown in Table 1 . However, there were two indicators whose values were less than 0.7, namely the PA4 indicator and the AD1 indicator. In Table 2 , the AVE value for each construct was more than 0.5. This condition meant that the AVE value had met the requirement of convergent validity. This result also strengthened the reason that the indicators having a loading factor of more than 0.4 to less 0.7 did not need to be excluded because the AVE value was still above the value limit (Sholihin and Ratmono., 2013) . The next step was to test the discriminant validity. The parameters used in this test were by looking at the value of cross loading and comparing the roots of AVE with other construct correlations. Table 1 shows a good cross loading because each indicator in its construct exceeds its correlation. Table 4 also shows that the root value of AVE exceeds the correlation. Thus, it can be concluded that the measurement model in this study is valid. Reliability testing used Cronbach's alpha value parameter and composite reliability. Based on Table 5 , it can be seen that each construct in this study has a Cronbach's alpha value and a composite reliability of more than 0.7. 
Structural Model Evaluation
Structural model evaluation aims at seeing how well the model is able to explain the endogenous construct and seeing the results of hypothesis testing. The structural model is examined through two parameters, namely R2 (R-square) and path coefficient.
Testing the hypothesis in this study used two-tailed testing at 5% alpha. Based on Table 7 , it is shown that H1, H4, H5, H6, H7, H8, H9 and H10 are declared acceptable because they are significantly less than 5%. The value of β shows a positive coefficient of each accepted hypothesis. However, H2 and H3 are declared rejected. Table 6 depicts that performance expectancy, effort expectancy, social influence, payment ability, hedonic motivation, price value, habit, customization, and advancement are able to explain the change in variance towards the construct of purchase intention with a value of R2 0.6573. Then, the construct of purchase intention can explain the change in variance towards the actual purchase by 0.1334. This means that there are still other remaining constructs which can explain change in variance outside of the proposed model.
Habit becomes the strongest determinant that influences purchase intention and then followed by advancement. This shows that the more accustomed the users interact with the purchase in the game, the higher their interest in making purchases in the game. The users also tend to choose to make purchases if virtual items can provide them with useful progress used in the game. This study also provides evidence that the reconstruction of payment abilities has a positive effect on purchase intention in an online mobile game. Since the condition that facilitates to make payment for every purchase in an online mobile game is available, this can encourage the users to be willing to do so. In other words, the higher the availability of resources and the support of payment media in an online mobile game, the higher the users' intention in making purchases in an online mobile game.
This study find no significant effect of effort expectancy and social influence on the purchase intention. The reason for the cause of effort expectancy which had no significant was because it was possibly related to the characteristics of respondents dominated by young users who had basically been accustomed to use the systems on the internet (Moro& and DeFrenco (2016) . They no longer saw that the use of a system required an effort. Therefore, they ignored the ease of making purchases in an online mobile game. In addition, the reason of social influence had no significant on the purchase intention because the purchase made in an online mobile game was not a necessity for the users. On the other hand, the smartphone users also had a high personality so that a sort of social influence did not affect them to be interested in making a purchase (Guo & Barnes., 2011; Martin and Herrero., 2012) .
The result of this study also found a strong influence of purchase intention on the actual purchase. This condition proved that buying interest was the main driver for the users in the context of purchase behavior in an online mobile game. The higher the users' intention in making a purchase in an online mobile game, the higher the actual action would occur.
This study serves two implications in both theoretical and practical aspects. The findings of this study have empirically stated that UTAUT2 is able to explain the behavior problems in an online mobile game in Indonesia. In addition, customization and advancement also have a good role to predict the intention of the users' behavior in the game. This study can be used as a reference for game developers to develop a game and to improve the quality of experience in the game so that making purchases in the game can be accepted by the users. Supports can also be given to e-commerce that provides the media purchases in the online game which are acceptable for the users.
A number of limitations in this study can be anticipated for further studies. This study only tested on one game, namely Mobile Legends: Bang Bang as the best-selling game in Indonesia. Further studies are expected to be able to test different contexts of mobile games and different environments. Furthermore, the samples in this study are dominated by male users. For further studies, it is recommended that gender equality be carried out in order to find better results.
